This study aims to find out the level of community desire within the university to use the Grip Work Journey (GWJ) application in office activities as an e-office application. The method used is quantitative research with data analysis techniques using Partial Least Square (PLS), and the data collection process is performed through a questionnaire. Respondents in this study were 200 people.
Introduction
Universities now entering a period of implementation of the technology race. Although the technology is here to survive and accessing it has increased, this does not automatically lead to the effective use of technology in educational practice (Park et al., 2008) . In support of that office work has become increasingly complicated and complex and it is necessary to use ICTbased applications. Therefore, there are new design of an android-based application secretarial work named Grip Work Journey (GWJ), which is based on Information and Communication Technology (ICT) and is expected to improve the effectiveness and efficiency of secretarial and administrative work. The new product design is an application that can be used on Android based smartphones. Applications Product Grip Work Journey (GWJ) is a design application that containss 6 (six) main menu that has been developed recently. The main sixth menu consists of a mail, notes, reminders, schedule, news and contact and it is associated with the effective use of educational technology. However, measuring success is highly dependent on the context, the variables studied, and most importantly, the original purpose of implementation (DeLone & McLean, 2003) , The admission process technology and the use of technology by the intended users is the key in implementing educational technology, which can be researched through intention (behavior) to use or actual use of technology (DeLone & McLean, 2003; Venkatesh et al., 2003) . Unified Theory of Acceptance and Use of Technology (UTAUT) has been a widely recognized instrument for measuring user acceptance, operationalized as behavioral intentions or actual use by ourselves (Venkatesh et al., 2003) , UTAUT predicts user acceptance and therefore appeal to all potential implementers of new technologies (Pynoo et al., 2011) as administrator of the institution. UTAUT emerges through the review and consolidation of eight models that compete and are conceptually similar to those used to predict or explain the behavior (Venkatesh et al., 2003) . Joint and efficient models feature four core variables that predict behavioral intention and actual use: Performance Expectancy (PE), Effort Expectancy (EE), Social Influence (SI) and Facilitating conditions (FC). PE associated is the belief that the use of technology will help users do their jobs better, EE catches the level of convenience associated users with a technology, the SI shows how users perceive that others are important to them (co-workers, supervisors) and believe that they should be using technology and, most recently, FC is a scale that includes the level of skills of trainees, support, infrastructure, and background knowledge that is available to use the system optimally (Pynoo et al., 2011) . In this case, the university can benefit from knowing the potential determinants that affect the acceptance and use of the application, which in turn can lead to the development of specialized training geared towards the effective use of innovative educational technology in practice. Acceptance of educational technology is already learned by the students, but it has not been widely studied from the standpoint of the administrator of the university staff as users (Garone et al., 2019; Kocaleva et al., 2014) .
Theoretical framework

GWJ (Grip Work Journey)
The development of increasingly sophisticated technology in the implementation of activities within the company. Good use of technology will have a good effect in the course of the company. Utilization of technology in carrying out office work can help every company and even lead in carrying out work to be more effective and efficient. Seeing current conditions, everyone will not escape from cellphone use. In other words, everyone today will definitely have a cellphone. These conditions can be utilized in the management of companies through the use of offices. The products we produce are products based on Information and Communication Technology (ICT). Products with increasing technological sophistication are expected to help improve the effectiveness and efficiency of each worker. A Grip Work Journey application has six content which is useful in helping the office work. Content: (1) Mail, the Mail content contained process and store the letters typed letter and can send a letter that has been made; (2) Note, in this content users are making of the new record and the record history. On the menu there is a which can be saved; (3) Reminder, this is used as a reminder of the important activities; (4) Schedule, the content contains the schedule scheduling daily activities, weekly and monthly. (5) News, on this item contains all the latest news, we can make our own (internal) and outside the company news (external) both domestically and abroad. News is externally connected through a link kompas.com. (6) Contact, in this content there is a list of contact relations of companies that deal directly with users or leaders.
Performance Expectancy
Performance expectancy is a variable that can be referred to as the ability to obtain significant benefits after using a system (Ozyilmaz et al., 2018) , Performance expectancy is UTAUT construct intended to measure the level of a person's belief that by using a system that can help one in achieving his job performance (Venkatesh et al., 2003) . Expectation of performance is defined as an individual's understanding of the benefits of using innovation on the advantages of using technology innovation that produces better (Zhou et al., 2010) . According to Brown et al. (2016) performance expectations is the extent to which the use of mobile payments benefits customers and leads to profit performance. According to Ozyilmaz et al. (2018) performance expectancy level is a person's believes that the use of the system will help to gain and improve profitability in the work. Meanwhile, according to Rahi et al. (2018) performance expectancy is defined as the extent to which the user's perception of superior performance with the use of internet banking on his duties is, and believe it will help to achieve the benefits in fulfilling user's banking operations. Performance expectancy is a representation of the five constructs including perceived usefulness (technology acceptance model), external motivation (motivational model), work correlation (model of personal computer utilization), relative advantage (definition of innovation) and expectancy to the achievement (social cognitive theory) (Ozyilmaz et al., 2018) . Based on the above research performance expectancy is defined the level of confidence that the use of electronic banking would improve efficiency in the transaction by using a system that can help one in achieving his job performance.
Effort Expectancy
According to Venkatesh et al. (2003) effort expectancy is expected effort as the associated level of convenience when using any system. Thus the effort expectancy refers to the effort required to use the system. Efforts expectancy is defined as the level of convenience associated with the use of a payment (Venkatesh et al., 2012) . According to Liebenberg et al. (2018) effort expectancy is a level of convenience associated with the use of a particular system. Meanwhile, according to Ahmad (2014) effort expectancy is the level of ease of use of the system. Effort expectancy is the level of effort of each individual in the use of a support system to do the work (Venkatesh, et al., 2003) . According to Ozyilmaz et al. (2018) effort expectancy refers to how easily a person is thinking in using a system. Effort expectancy is a representation of the three constructs including a consciousness of easy to use (Technology Acceptance Model), systematic complexity (Model of Personal Computer Utilization) and operating simplicity (Innovation Diffusion Theory).
Social Influence
Social influence refers to the extent to which individuals feel it is important for people including family and friends to use technology (Martin & Herrero, 2012) . Venkatesh et al. (2012) also illustrates the extent to which social influences an individual cares about the opinions and perceptions of others.
Social influence is the level at which a person considers important for others to convince him to use the new system (Venkatesh et al., 2003) . Social influence refers to the feelings of a person to feel that people who are important to him think that he had to use an application (Arifin et al., 2015) . According to Singh and Srivastava (2018) , social influence can be defined as an act, or certain habits (particular behavior) others that can affect a person's perception. Besides, the concept of social influence is developed from the concept of subjective norm, social factors, and image (Rahi et al., 2018) . Social influence can be different relative to the user's environment, if the workplace is almost certainly a colleague, while at home the possibility of a family. Social influence by Venkatesh et al. (2003) is a representation of the three constructs including subjective norm (theory of reasoned action, technology acceptance models and theory of planned behavior), public image (innovation diffusion theory) and social factors (the model of personal computer utilization). Social influence depends on the influence of the environment that includes volunteerism, and other contexts between individuals and the effect on the organization.
Security
Currently the organization becomes more dependent on information technology, an emphasis on information security becomes more significant (Yayla, 2011) , As a result, the effects of time pressure and stress has been debated in the field of information and computer security (Yildiz, 2018) . Whitman (2004) considers 'action or failure to human error' as one of the most severe threats to information security. The literature indicates that some of the fundamental reasons behind the error is due to the time pressure and stress. West (2008) summarizes the principles of decision-making in computer security. Consistent with the theory of cognitive decision making that has been discussed before, he suggests people have the time and mental resources are limited when making decisions regarding online safety. As a result, West believes that users are often motivated to continue the major task as soon as possible and, therefore, less likely to make a decision pro-security (West, 2008) , For example, in cases where the user is prompted to install a software update, scan files for viruses before opening, and so, users tend to adhere to when in the middle of another task (West, 2008) . Furthermore, Yayla (2011) considers the effects of stress-related time pressures on individuals in information security. He proposed that the errors and omissions arguably the two threats to the 'threat of accidental' time pressure. Yayla (2011) suggests that reducing levels of stress and fatigue related to work by adjusting the pressure of time and workload will reduce the threat of accidental insiders to information security. Security has the technical and behavioral aspects. Common sense suggests that the more technical security is present, the more the perceived behavior of security is. Technical security refers to the existence of a way that will prevent unauthorized access to a computer or computer network, while referring to the security of the subjective individual perception that using the application will be free of risk (Skinner et al., 2009 ).
Behavior Intention
Behavioral Intention is one of the key concepts in understanding the UTAUT technology acceptance model. Interest or intention of using information technology (behavioral intention) can be defined as a person's level of desire or intention to use technology constantly assuming the factors that influence it are met (Venkatesh, et al. 2012) . In general, one would be interested in using an information technology posed to him if he believes that by using information technology to improve its performance, its use is relatively easy, and he gains influence from the surrounding environment (social influence) for the use of information technology. The level of acceptance of information technology by the user can be predicted from the attitudes and perceptions of the users of these technologies, such as the desire to add support tools or seek support such as support, motivation to continue to use, as well as the desire to affect other users. Theories and models regarding acceptance of technology has also been developed since the 1980s by a variety of variables (Momani & Jamous, 2017) , In general, the variables in a variety of models that have been used are explained that intrinsic motivation, experience, and social conditions play a major role in the acceptance of the technology, so it can be generalized that the behavior (behavior) the user plays an important role in the decision making in the use of technology. Based on the review of some of the above studies, behavioral intention in this study can be defined as factors that affect the user to continue using the service GWJ application. So it can be formulated four indicators of behavioral intention as follows:
1. Interest in the use of applications 2. Increased efficiency increase 3. Increased effectiveness 4. Improved performance of service
Hypothesis
Based on what explained in the previous section, the proposed model of this survey is demonstrated in Fig. 1 and the 
Research methodology
Based on the problems that researchers formulated, then the purpose of this study is to get proper knowledge and credible implementation of GWJ application. The method used in this study is a survey method, to get the correct data and following the facts directly from the source used comparative approach. Besides, this study uses a quantitative approach in which each data is implemented in the form of numbers which are then analyzed to generate statistical value. 
Effort Expectancy (EE)
The level of ease of use of the electronic banking system.
Ease Using e-banking Ease of users to understand the ebanking Ease of users to interaction with ebanking Ease of users to do e-banking (Ahmad, 2014) Social Influence (SI) An act, or certain habits of others that can affect a person's perception Source: Data processed by Author
Results and discussion
An indicator is said to be valid if it has a loading factor above 0.5 against the intended constructs. Output SmartPLS for loading factors provide the following results:
Source: Data processed by Author
Fig. 2. SmartPLS output result
All indicators have a loading factor value above 0.5, it can be said that the indicators used in this study are valid or have met the convergent validity. Further, reflective indicators also need to be tested by cross loading discriminant validity as follows: An indicator is said to be valid if it contains the highest loading factor on the targeted construct loading factor compared to other constructs. The criteria in the cross loading is that each indicator is higher with its construct compared to other constructs. The output of cross loading is shown in Table 2 which shows that the loading factor of each indicator for the construct is higher loading factor to other constructs. Another method to see discriminant validity is to look at the value of the square root of the average variance extracted (AVE) to the recommended values above 0.5. Table 3 summarizes the results of AVE values in the study. Table 3 shows that the value AVE all the variables above 0.5. Lowest AVE value amounted to 0.615 at Effort Expectancy construct. Reliability testing is done by looking at the value of the block of composite reliability indicator that measures the construct. Results of composite reliabilities are reliable if the values are above 0.3 but will produce a satisfactory value if it is more than 0.7. Furthermore, reliability testing may be approved by Cronbach's Alpha wherein the resulting output has a value above 0.3 and it is said to be reliable. In this study, all constructs have a value of Cronbach's alpha and composite reliability above 0.7 and that value means that constructs used reliable. The influence between PE against BI in this study is said to be significant with a t-statistic of 9.970 (> 1.96). The original value estimate is a positive sample is 0.040 which indicates that the direction of the relationship between PE with BI is positive. Therefore, the first hypothesis (H1) in this study that states that Performance Expectancy (PE) has a positive and significant effect on Behavioral Intention (BI). The value of the t-statistic variable towards EE with BI of 6.236 (> 1.96). The original value estimate is a positive value of 0,011 which indicates that the direction of the relationship between EE with BI is positive. Therefore, the first hypothesis (H2) in this study that states that Effort Expectancy (EE) has a positive and significant effect on Behavioral Intention (BI).
The effect of SI on BI in this study is said to be significant with a t-statistic of 12.600 (> 1.96, p-value = 0.015), which indicates that the direction of the relationship between SI with BI is positive. Therefore, the first hypothesis (H3) in this study states that Social Influence (SI) positive and significant effect on Behavioral Intention (BI). The effect of S on BI in this study is said to be significant with a t-statistic of 27.642 (> 1,96), which indicates that the relationship between S and BI is positive. Therefore, the hypothesis (H4) in this study that states that Security (S) positive and significant effect on Behavioral Intention (BI) is confirmed. Based on above presentation, this study explained that the Performance Expectancy, Effort Expectancy, Social Influence and Security influence on Behavioral Intention especially by using the GWJ application. In this research, it was found that each indicator has a positive and significant influence on other indicators.
Conclusion
1. Performance Expectancy positively influences the Behavioral Intention with a significance level of 9.970 and direction of the relationship between Performance Expectancy with Behavioral Intention is positive. 2. Effort Expectancy positively influences the Behavioral Intention with a significance level of 6.236 and direction of the relationship between Effort Expectancy with Behavioral Intention is positive. 3. Social Influence positively influences the Behavioral Intention with a significance level of 6.236 and direction of the relationship between Social Influence with Behavioral Intention is positive. 4. Security positively influences the Behavioral Intention with a significance level of 27.642 and direction of the relationship between Security with Behavioral Intention is positive. 5. Performance expectancy, effort expectancy, social influence, and security have positive effects on Behavioral Intention. Therefore, we can conclude that the level of community desire within the university to use the Grip Work Journey (GWJ) application in office activities as an e-office application can be improved.
Suggestion
We suggest the IT society to develop new products and services by using sophisticated technology. The use of good technology will have an impact on the company's journey. Utilization of technology in carrying out office work can help every company and even lead in carrying out work to be more effective and efficient. Seeing current conditions, everyone will not be separated from the use of mobile phones. In other words, everyone today will definitely own a cellphone. This condition can be utilized in company management through the use of offices.
